The article discusses the functioning of the plot of a fixed tale type ATU 1579 (Carrying a Wolf, a Goat, and a Cabbage across the Stream) as a riddle and a narrative and its forms which have surrounded the plot and originate in traditional folklore genres. Folklore, reconstructed and placed in new contexts, emerges in new genres. In the present computer era, the plot has not only emerged in narrative and riddle genre, but has emerged in an entirely new context -it has been widely applied in the form of an interactive computer game. The different forms, contexts, functions and goals of the type plot may be regarded as aspects of the dynamic folklore process.
Researchers studying folkloric material often face conflicts with the traditional categorisation. If a genre of folkore is difficult to define, and genre boundaries appear elusive the problem lies in the scholars' genre-oriented approach rather than units that elude defining (Ben-Amos 1982: 11) . The archive-centred structure of the databases of the periphery of Estonian riddles 1 , which compilation began in 2001, follows the traditional linguistic approach, where folklore texts are categorised into types and folklore genres. But a folklore genre is not stable, and owing to various factors (such as, e.g., those governed by the context of usage or performance) narrative texts characteristically overlap in type and genre boundaries.
A performer of oral lore uses the structural patterns of traditional folklore genres unconsciously: a strict following of a specific genre and type is insignificant. What affects the performer most is the content motifs of lore, which is realised by a suitable folklore genre by means of the prescribed form. In reality, a folklore text may often draw upon different kinds of genres. While systematising folklore material, some scholars employ next to genre-specific rigid concepts (type and variant), content motifs and themes that may cross genre boundaries, thus pointing to the problems in defining genre boundaries (see, e.g., on the relationship of narrative and utterance Krikmann 2005: 91; on the relationship of riddle and joke Shmeleva & Shmelev 2002: 97 ; topic instead of http://haldjas.folklore.ee/folklore/vol35/voolaid.pdf
The type is located in the second volume of the register entitled Tales of the Stupid Ogre, Anecdotes and Jokes, and Formula Tales, under the chapter of jokes and anecdotes Clever Man, type numbers 1525-1639. Although categorised among narratives, the character's task as if forms the narrative question of a riddle, providing two solutions in the pattern. The narrative form and the riddle-like question and answer form are both suitable for passing on this archaic plot of international spread. Also, the manuscripts of the Estonian Folklore Archives include recorded material from both folklore genres sharing the same plot. An example of the purely narrative form is the following tale from the collection of Matthias Johann Eisen. This text has been recorded from a single narrator and the dialogue form characteristic of riddles (one person asks the question and another one answers) is completely absent here.
Once a man wanted to cross the river in a skiff with a billy-goat, a dog
Similarly, the files of Estonian riddles (which contain approx. 175,000 riddles) contain about 30 texts in question-answer form, with a plot pattern analogous to the plot of the previously discussed folk tale. The characters of this riddle type have to solve the puzzle presented in the question part of the plot, i.e. to cross a water obstacle (river, stream) in front of them and arrive at the opposite bank. The characters can use a craft (boat, raft, skiff, or trough), which unfortunately is not strong enough to carry all of them. The characters may tentatively be divided into subjects (who can operate the boat and are active characters) and objects (for whom the subjects are responsible, who are passive characters, and may pose a threat to each other). In the Estonian lore (either among riddles or narratives) the most popular variant of ATU 1579 is where the subject is a man (boatman, old man, boy, farmer, fisher, merchant) and the objects are a wolf (dog), goat (sheep, ram, billy-goat, hare) . Compiler of the book (Prümmel [1918] : 36).
According to the ATU type register, the archaic international type was known all over the world, and circulated not only in Europe but, among other countries, also in Africa and the Arab world.
A similar task was later published in various Estonian children's magazines and journals, such as Ronk [Raven], no. 19, 20 (1924) , Pioneer no. 12 (1957), children's newspaper Säde [Spark] no. 11 and 15 (1950) and no. 71 (1965) Even though the earliest record of this type comes from a printed source, the spread of the type cannot be considered a secondary tradition influenced by literature. The reason why this riddle has not arrived at the archives earlier may be the random collection. Munna's text does not appear to be connected with that by Prümmel (cf. the different names of characters), which is why it is difficult to claim anything specific about this. The total of 21 recordings of this riddle type have been contributed to the archives in the periods between 1922-1996; 14 recordings including the plot ATU 1579 arrived at the archives during the major campaign for collecting school lore in Estonia in 1992.
TYPE ATU 1579 IN THE DIGITAL DATABASE OF ESTONIAN DROODLES
Folklore motifs are often very flexible in adapting in time and transforming into newer forms of more recent origin. When visual riddles or droodles gained popularity among the Estonian schoolchildren in the 1980s, the riddle of the www.folklore.ee/folklore www.folklore.ee/folklore www.folklore.ee/folklore www.folklore.ee/folklore www.folklore.ee/folklore Piret Voolaid man, wolf, goat and cabbage discussed here was sometimes illustrated with pictures; the digital database of Estonian droodles (http://www.folklore.ee/ Droodles) also contains three illustrated records of this type (Voolaid 2003) . This material is an elaboration of a textual tale/riddle type -namely, its adaptation into a riddle form of recent origin, a droodle. This is probably why the visual realisation of the ATU 1579 type has remained a unique intermediary form between a text riddle and a droodle. While the visual image of a droodle usually plays a decisive role in solving the riddle, in this case it makes no difference whether the image of the river, boat, man, wolf, goat and cabbage head is drawn or not: the riddle can be solved after careful listening to the question part of the riddle (tale). Yet the riddle has prompted visual representation.
How can a man take a wolf, a goat and a cabbage over the lake? What does the man have to do? At first the man takes a goat over the lake by boat, because the wolf doesn't eat cabbage. The man returns by boat and next takes the cabbage over. Coming back, he brings the goat back again.
Then gets the wolf and takes it over the lake. The cabbage and the wolf have been taken on the other side of the lake. Now the man goes and brings the goat, too, over the lake (RKM, KP 19, 278 (5) < anon (1992) As an example of adaptation, the text displays regional idiosyncrasies: in Finland, the Land of Thousand Lakes, a lake with an island is preferred, while in the Estonian redaction the riddle is about crossing a river.
Both narrative form and the riddle-like question/answer form, sometimes illustrated by a visual image, are suitable for representing the plot. We may only speculate whether in riddle form it is "the second life" (cf. Honko 1998: 77) of the narrative text as another folklore genre; however, at least now the logic puzzle seems to prevail. In the Finnish text discussed before, for example, no attention is drawn in the question to the fact that the boat carries only two characters at a time; evidently, this is already an immanent knowledge in the tradition. But crossing a water obstacle can be solved again and again.
TYPE ATU 1579 IN THE INTERNET ERA -DYNAMIC FOLKLORE PROCESS

Archiving
In terms of archive technology, the recorded texts of type ATU 1579 have been collected over the past century from the Estonian manuscript collections and various publications into paper files, which have been digitised by modern technological means (computers). The computer era and compilation of textual databases have introduced new problems -for example, the manuscript texts should be incorporated in extensive databases as digital texts. Over the past decade, the WWW environment has become an inexhaustible source of materials for scholars of the humanities -folklorists, linguists, psychologists, sociologists, etc. An abundance of new folklore characteristic of a specific period and culture has emerged in the Internet; the advantage of this material compared to the folklore material held in the archives is coherence of the process. A scholar working with archive sources works with static material, isolated from the context of usage, whereas the Internet as a communication medium enables to study the society, which means the observation of the process (Runnel 1999: 19) . While the Estonian archives contain approximately 30 texts with the ATU 1579 plot (compared to the total number of collected riddles, which is 175,000, this type is not very widely spread, though sometimes the number of archive entries reflects only the collection of folklore rather than its actual spread), the plot has enjoyed interesting developments in the folkloric sense and wide spread in the computer era. Archaic folkloric motifs may assume different forms in the Internet environment, and so has the pattern of the ATU 1579 plot become the source of inspiration for creators of computer games; these games have become widely popular among online players. This abounding computer game material, however, is not represented in any digital database of Estonian folklore. So far, computer games cannot be "fixed" or entered into a database, but the problem exists and will probably come to a solution in the future. Linda Dégh, one of the leading folklore scholars of the twentieth century, has demonstrated that today's electronic media contribute to the creation and maintenance of folklore (1994). L. Dégh has pointed out that common cultural properties and ways of thinking manifest in folktales can be observed in television and mass circulation publications. In modern times it is taken for granted that folklore is not an artifact but a dynamic historical process. Different scholars have used different terminology while observing the dynamic processes of folklore.
According to Finnish folklorist Lauri Honko (1998: 78) , the plot of type ATU 1579 can be also regarded as an example of the second life of folklore, as over the times it has adjusted its form and function according to the environment, manifesting qualities characteristic of the second life of folklore while being fixed in new layers and undergoing changes in function. This justifies a question -in which aspect can the large-scale interactive application of the ATU 1579 plot be considered a part of folklore, and in which aspect can it be considered a part of the second life of folklore? Even though it is hard to draw a line between folklore and the second life of folklore, this "by-product" of folklore enables to observe the dynamics of the type under discussion. The plot, where characters on one side of a water obstacle need to cross the water obstacle under predetermined circumstances is clearly the same than in the narrative from the collection of Matthias Johann Eisen discussed before, as well as the textual riddles and droodles in question/answer form recorded at the beginning of the 20th century, as well as the modern interactive computer game.
While the assumed primary function of ATU 1579 is a question/answer dialogue, during which the respondent (unless s/he has heard the question beforehand) needs to sharpen his logic and come up with an effective strategy for solving the task, the computer environment adds another function to this archaic type. For a plot to be turned into a computer game, the programmer of the game first has to technically solve the task. As a puzzle of logic, the plot is an excellent educational material for students of information technology. Michael Huth, professor at the Imperial College London, for example, has included the programming of the plot ATU 1579 into a computer game among the study materials of his course Logical Foundations of Programming (Huth 2005 , accessed in October 15, 2005 . By using SMV modelling, a program is created to solve this task. In such cases the solution of the question presented in the text of the task is no longer relevant; the important thing here is pre- 
Observation of the development of ATU 1579 as a computer game
Since 2003 a plethora of online games have become available for the Estonian players at the website Mängukoobas (http://mangukoobas.lahendus.ee, see Fig. 1 (Sarv 2004: 16) . The age of the majority of the users ranges from five to sixteen. The game portal was created for entertainment, to meet the personal needs of the creators (Sarv 2004: 16) . Registered users have called themselves Cave Monsters, whose count is seen at the home page. At any moment of time, the number of players can be followed in real time. Users can add new games to the portal, and a forum for chatting and posting comments is opened for each game.
In July 2004, a user of the portal (with username Zakuzaku) posted the game Wolf, Sheep and Cabbages. The game under code 48601 in the category of puzzles and strategy games is characterised as follows:
The good old puzzle game is now available on your computer… you have to get the wolf, the sheep and cabbages across the river in a boat (http:// mangukoobas.lahendus.ee/index.php?0035486015). The link on the website opens the site Plastelina Logic Games (Figure 2a) , which is not located in an Estonian domain (the portal is in English, German, Spanish and Portuguese), but the plot ATU 1579 is available for the Estonian children in the form of a Flash Shockwave 3 and JavaScript 4 game. Mängukoobas portal also counts the number a game has been played: by June 15, 2005 this particular game had been played for 15,000 times. Certainly, the number does not indicate the precise number of users, as the number of times that a player can play a game is not limited. Wolf, Sheep and Cabbages is, in fact, the easiest level of the game: a player who completes it can move on to the next level (Fig. 2b) , where the player's task is to take three cannibals and three missionaries across the river, whereas attention has to be paid to the fact that if the number of cannibals on one riverbank exceeds the number of missionaries, the cannibals will devour the latter. Having completed the ATU 1579 version of missionaries and cannibals, the player can test his/her skills at more advanced levels. English-language game, available at http:// www.plastelina.net/games/game1.html (Plastelina 2005 An identical game has become available for online players in another popular portal of entertainment targeted to the younger generation at website games.kuuluta.com/onlinefoorum.php?mis=1006&mislk=2 (games.kuuluta.com 2005) . Registered visitors of this site are called Tigers, and like in the previous portal, the registered users can comment on the games.
The number of analogous animated interactive online computer games is truly remarkable (see, e.g., Fig. 3-5 ).
Modern computer era has also generated an IQ test game in Shockwave Flash (see Fig. 6a-6c ). This game is reportedly used in Japan at job interviews. I first received information about the game in February 2005 through a mailing list (the list has 25 members), which is generally a typical way of spreading Internet folklore. The application of infotechnological solutions has resulted in a modern logic puzzle in riddle form. In this puzzle there are more characters than in the already known variant of the man, wolf, goat and cabbage -here the player must get a mother with two daughters, a father with two sons, a policeman and a robber across the river. Being transmitted in virtual space from one computer user to another, overcoming language barriers by means of the visual image, this puzzle is definitely a part of contemporary interactive Internet folklore. Museum (1945 Museum ( -1994 RKM, KP = Collection of school lore of the Department of Folkloristics at the Estonian Literary Museum (1992) Personal materials of Piret Voolaid -in possession of the author.
